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ABSTRAK 
 
Dalam era globalisasi saat ini, jumlah pengguna internet yang besar dan 
semakin berkembang di negara Indonesia, telah mewujudkan budaya internet. 
Perkembangan internet juga mempengaruhi perkembangan ekonomi. Bermacam 
transaksi jual beli yang sebelumnya hanya dapat dilakukan dengan cara tatap muka, 
kini sangat mudah dan sering dilakukan melalui internet dengan telah banyaknya 
online store. Teknologi internet seperti aplikasi atau website semakin memberikan 
kemudahan dalam beraktivitas. Kemudahan ini menjadikan segala sesuatu menjadi 
semakin cepat sehingga orang memiliki lebih banyak waktu serta menunjang 
pekerjaan manusia. Tujuan dari penelitian ini adalah untuk mengetahui pengaruh 
Pengaruh Perceived Usefullnes, Perceived Ease Of Use, Perceived Playfullnes dan 
Compatibility terhadap Attitude Toward Using pada Customer Satisfaction aplikasi 
Zilingo. 
Penelitian ini merupakan jenis penelitian kuantitatif dengan metode 
penelitian studi kepustakaan dan kuisoner. Teknik yang digunakan dalam 
pengambilan sampel adalah purposive sampling, sedangkan teknik analisis yang 
digunakan adalah metode SEM Lisrel 8.80. Responden yang diambil adalah 
pengguna aplikasi Zilingo sebanyak 190 responden. 
Hasil penelitian ini menunjukkan Perceived Usefullnes, Perceived Ease Of 
Use, Perceived Playfullnes dan Compatibility berpengaruh positif terhadap Attitude 
Toward Using serta Attitude Toward Using berpengaruh positif terhadap Customer 
Satisfaction. Berdasarkan hasil penelitian yang dilakukan pada aplikasi Zilingo 
maka dapat disarankan untuk lebih baik dalam mengatur Perceived Usefullnes, 
Percived Ease Of Use, Perceived Playfullnes dan Compatibility agar pengguna 
merasa lebih nyaman, dan senang saat menggunakan serta menciptakan rasa 
kepuasan pada pengguna aplikasi Zilingo 
 
 
 
Kata Kunci : Perceived Usefullnes, Perceived Ease Of Use, Perceived Playfullnes, 
Compatibility Attitude Toward Using, Customer Satisfaction 
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ABSTRACT 
 
Influence Perceived Usefullnes, Perceived Ease Of Use, Perceived Playfullnes 
and Compatibility to Attitude Toward Using on Customer Satisfaction 
application Zilingo 
 
In the era of globalization this time quantity large internet user and 
increasingly developing in Indonesia country, has realize internet culture. Internet 
development also influence economic development. Variety transaction buy and 
sell that previous only could do with way face to face, now very easy and often do 
through Internet with has been the amount online store. Internet technology as 
application or websitemore and more give convenience in activities. Convenience 
this make all something to be more and more fast so that person have more time and 
support human work. The purpose of this research is to know the influence 
Perceived Usefullnes, Perceived Ease Of Use, Perceived Playfullnes and 
Compatibility to Attitude Toward Using on Customer Satisfaction application 
Zilingo 
This research is quantitative research and use library research and 
questionnaire. Purposive sampling was the technique used in sampling, while the 
analysis technique used was the SEM Lisrel 8.80 method. The respondents were 
190 application user Zilingo. 
The results of this study show that Perceived Usefullnes, Perceived Ease Of 
Use, Perceived Playfullnes and Compatibility have a positive effect on Attitude 
Toward Using and Attitude Toward Using have a positive effect on Customer 
Satisfaction. Based on the results of research conducted at aplikasi Zilingo it can be 
suggested to be better at creating an Perceived Usefullnes, Perceived Ease Of Use, 
Perceived Playfullnes, and Compatibility so that users feel more comfortable, and 
happy when using and creating a sense of satisfaction for Zilingo application users. 
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